THANKS A LOT TO MATRIXZ FOR ALL THE HELP !!!

? Means the information is not 100% accurate

RAM

ROM

Definition

..................................................................

..................................................................

B330-B4FD
71340-7150D
Pharaoh Man ASM entry point

B4FE-B52A       7150E-7153A
Pharaoh Man's table

B52B-B52D
7153B-7153D
Pharaoh Shot ASM

B52E-B53B
7153E-7154B
Normal  Shot ASM

RAM :

(private ASM memory)

$0468 : Used as a counter until next action.

$0480 : Delay when he jumps until he can shoot a Small Pharaoh Shot.


Delay is longer for the big jump, and smaller for the small


jumps. If the big jump is not long enough, he doesn't have


the time to throw a Pharaoh Shot.

$0498 : To count the number of jumps in a row Pharaoh Man makes

$04B0 : Contains the previous direction bits, so it's used at $B482 to


compare it with a newly direction bits calculated, which makes


Pharaoh Man face Mega Man. Then, a decision is made, depending it


it changed or not.

POINTER :

8F : Substance and shape of Small Pharaoh Shot

91 : Substance and shape of Charged Pharaoh Shot

Relativity pointers (used by F49C) :


DEFINITION FROM MATRIXZ DOC :



F49C-F4DB : Set Object Position Relative to Other Object 



[Arguments: <$10 = Relativity Set, 



Y = Destination Object Slot, A = Written to $558,Y (Sprite ID).]

4C to 4F

4C : Jumping, shooting left, going left.

4E : Jumping, shooting left, going right.

4D : Jumping, shooting right, going right.

4F : Jumping, shooting right, going left.

X AND Y :

x : define Pharaoh Man.
Modified by some functions, that is why the code


memorise it but set it back after.









y : Many uses :


$B335 : Used as AI pointer.


$B3FB : To look in a Shape table for Pharaoh Man collision with floor


$B433 : To look in a Shape table for Pharaoh Man collision with walls


FUNCTION $B71E : Set Y as a AI pointer

ID :

39-40 : Pharaohman Sprites ID (there is one sprite for both direction, when there is one for left


and right, it will be explained by an example : 3B is normal one when jumping, but if Pharaoh


Man needs to turn his head, it will be 3D, but the body is still facing the normal direction. So


the sprite is not the same for 3B and 3E. See LeftRight in the picture section at the end).

  39 : Standing

  3A : Charging Pharaoh Shot

  3B : Jumping (facing Left)

  3C : Jumping, throwing smal shot (facing Left)

  3D : Jumping (facing Right)

  3E : Jumping, throwing smal shot (facing Right)

  3F : Pharaoh Shot

  40 : Small Pharaoh Shot

84-46 : Pharaohman Object ID

  84 : Pharaohman

  85 : Pharaohman - Pharaoh Shot

  86 : Pharaohman - Normal shots

ROM ADDRESS      :

8707 / 74717   : Pharaoh Man Low ASM pointer  (the start of the ASM)

87D7 / 747E7   : Pharaoh Man High ASM pointer (the start of the ASM)

8708 / 74718 : Pharaoh Shot Low ASM pointer

87D8 / 747E8 : Pharaoh Shot High ASM pointer

8709 / 74719 : Normal Shot Low ASM pointer

87D9 / 747E9 : Normal Shot High ASM pointer

A8CF / 6A8DF : Pharaoh Man S&S

RAM ADDRESS      :

B417    : A routine set in the ASM which will set the ASM to go,


on the next turn, to the place where we select


a new AI on the next turn.

PERSONNAL TABLES :

B4FE-B515 / 7150E-71525 : Contains AI pointers (value goes from #$00 to #$02)


VALUES     : 00 01 00 02 00 01 00 00 02 01 02 00 



     01 02 00 02 01 00 01 02 01 00 01 01


DEFINITION : 00 : Pharaoh Shot Charged



     01 : Big jump (will throw a Pharaoh Shot if jump long enough)



     02 : Two small jumps

Next datas are in function of AI pointer


    AI




  01
 02
03

B516-B518 / 71526-71528 : Sprite ID

  3A
 3B
3B

B519-B51B / 71529-7152B : Low ASM

  87
 C9
F8

B51C-B51E / 7152C-7152E : High ASM

  B3
 B3
B3




  COMPLETE ASM

  B387
 B3C9
B3F8

B51F-B521 / 7152F-71531 : Vertical Speed Low
  00
 52
E5

B522-B524 / 71532-71534 : Vertical Speed High
  00
 06
04

B525-B527 / 71535-71537 : Counter until the Small




  Pharaoh Shot is thrown




  when in air

  00
 18
10

B528-B52A / 71538-7153A : Number of jumps to do   00
 01
02

LIST OF GO TO IN THE CURRENT ASM (INSIDE THE ASM) :


(useful if you modify the code)

$B337:4C 52 B3  JMP $B352

$B349:D0 3B     BNE $B386

$B396:D0 EE     BNE $B386

$B3A1:B0 E3     BCS $B386

$B392:F0 07     BEQ $B39B

$B3D0:B0 05     BCS $B3D7

$B398:4C 17 B4  JMP $B417

$B405:F0 10     BEQ $B417

$B400:90 31     BCC $B433

$B438:B0 16     BCS $B450

$B43D:F0 16     BEQ $B455

$B442:D0 11     BNE $B455

$B461:F0 07     BEQ $B46A

$B45A:D0 19     BNE $B475

$B465:D0 0E     BNE $B475

$B47B:F0 F8     BEQ $B475

$B499:D0 02     BNE $B49D

$B492:F0 0C     BEQ $B4A0

$B467:4C A6 B4  JMP $B4A6

$B4C7:F0 08     BEQ $B4D1

$B4AE:B0 4D     BCS $B4FD

ENTRY POINTS :

$B387:

Charging Pharaoh Shot

$B33A:

Load next AI from Y

$B3C9:

Jump on Mega Man

$B3F8;

Manage the jumps once parameters are set (note:



big jump parameters are set at $B3C9, but the



two small jumps parameters are set when setting



the new AI at $B33A).


NOTE : About $B33A


       For any AI defined by Y, from Y, we load the number


       jumps to make, so if the AI is the one for the 2


       consecutive small jumps, it load $#02 from $B528.

There is a summary at the end.

==================================================================

==================================================================

==================================================================

CODE FOR PHARAOH MAN

==================================================================

==================================================================

==================================================================

==================================================================

$B330 / 71340 :ONLY DONE ON FIRST TIME

==================================================================

$B330:A9 02     LDA #$02


Load #$02 in A

$B332:9D B0 04  STA $04B0,X @ $04C7 = #$00
Store it as last direction







bits of Pharaoh Man.







#$02 means left, and he







starts facing left.

$B335:A0 02     LDY #$02


Load #$02 in Y,







as the current AI pointer

$B337:4C 52 B3  JMP $B352


Jump to where Pharaoh







Man choose his AI

==================================================================

$B33A / 7134A :PREPARE FOR NEXT ACTION, LOAD NEXT AI POINTER

==================================================================

$B33A:20 DC F4  JSR $F4DC


Make enemy face







Mega Man (his direction







bits)

$B33D:20 F6 F4  JSR $F4F6


Changes sprite flag based







on direction bits

$B340:BD 20 04  LDA $0420,X @ $0437 = #$02
Load direction bits

$B343:9D B0 04  STA $04B0,X @ $04C7 = #$00
Store them in $4B0,







where we always set







the last direction bits







set

$B346:DE 68 04  DEC $0468,X @ $047F = #$00
Decrease counter until







next action

$B349:D0 3B     BNE $B386


If not ready to take







action, go to $B386







(RTS). So the next







turn, AI comes here,







until it's ready for







next action


!!!READY TO PICK NEW ACTION

$B34B:20 1E B7  JSR $B71E


Return a Y which







will be used to







pick the next







action

$B34E:B9 FE B4  LDA $B4FE,Y @ $B582 = #$E0
Load the next AI







pointer in A

$B351:A8        TAY



Put the next AI







pointer in Y

==================================================================

$B352 / 71362 :LOAD A SPECIFIC AI PATTERN

==================================================================

ALL DATA HERE ARE LOADED IN TABLES IN FUNCTION OF AN AI DEFINED BY Y

$B352:B9 16 B5  LDA $B516,Y @ $B59A = #$F6
Load sprite ID from







table

$B355:20 46 F4  JSR $F446


Set sprite ID just







loaded, and reset







animation data

$B358:B9 19 B5  LDA $B519,Y @ $B59D = #$A9
Load low ASM from table

$B35B:9D 88 05  STA $0588,X @ $059F = #$30
Store this as the new







ASM low address

$B35E:B9 1C B5  LDA $B51C,Y @ $B5A0 = #$03
Load high ASM from table







address from table

$B361:9D A0 05  STA $05A0,X @ $05B7 = #$B3
Store this as the new







ASM low address

$B364:B9 1F B5  LDA $B51F,Y @ $B5A3 = #$85
Load vertical speed







low from table

$B367:9D D8 03  STA $03D8,X @ $03EF = #$00
Store the VSL

$B36A:B9 22 B5  LDA $B522,Y @ $B5A6 = #$02
Load vertical speed







high from table

$B36D:9D F0 03  STA $03F0,X @ $0407 = #$FF
Store the VSH

$B370:B9 25 B5  LDA $B525,Y @ $B5A9 = #$FC
Load the time before he







can shoot when jumping

$B373:9D 80 04  STA $0480,X @ $0497 = #$00
Store this delay

$B376:B9 28 B5  LDA $B528,Y @ $B5AC = #$9D
Load the number of jumps







to do (he always start







with 2 jumps, if it's







the first turn coming







here)

$B379:9D 98 04  STA $0498,X @ $04AF = #$00
store the number of jumps







to do

$B37C:A9 00     LDA #$00


Load #$00 in memory

$B37E:9D A8 03  STA $03A8,X @ $03BF = #$00
Store it as horizontal







speed low

$B381:A9 02     LDA #$02


Load #$02 in memory

$B383:9D C0 03  STA $03C0,X @ $03D7 = #$02
Store it as horizontal







speed high

$B386:60        RTS



END!

==================================================================

$B387 / 71397 :COME HERE WHEN CHARGING PHARAOH SHOT (THE ACTION END WHEN

PHARAOH MAN HAS NO MORE THE SHOOTING POSITION)

==================================================================

$B387:20 DC F4  JSR $F4DC


Make enemy face Mega







Man (set it's direction







bits in function of MM)

$B38A:20 F6 F4  JSR $F4F6


Set it's sprite flag







in function of the direction







bits

$B38D:BD 40 05  LDA $0540,X @ $0557 = #$00
Load sprite animation

$B390:C9 12     CMP #$12


Compare it to 12







(End of charging)

$B392:F0 07     BEQ $B39B


If pharaoh shot charged,







go to $B39B

...................................................................

$B394 / 713A4 :PHARAOH SHOT NOT COMPLETLY CHARGED

...................................................................

$B394:C9 15     CMP #$15


Compare it with a







end sprite (either







last jump, or end







of pharaoh shot)

$B396:D0 EE     BNE $B386


If not the end,







go to $B386


!!!CHARGED SHOT SHOOT, TIME TO PICK A NEW ACTION

$B398:4C 17 B4  JMP $B417


Jump to the routine







which will set the ASM







so the next turn Pharaoh







Man will pick a new action

...................................................................

$B39B / 713AB :PHARAOH SHOT CHARGED

...................................................................

$B39B:FE 40 05  INC $0540,X @ $0557 = #$00
Go to next animation

$B39E:20 6C FB  JSR $FB6C


Find empty enemy object







slot with Y register

$B3A1:B0 E3     BCS $B386


If no object slot, RTS

...................................................................

$B3A3 / 713B3 :BUILD CHARGED PHARAOH SHOT

...................................................................

$B3A3:A9 85     LDA #$85


Load #$85 as object ID

$B3A5:99 00 03  STA $0300,Y @ $0300 = #$01
Store object ID

$B3A8:A9 91     LDA #$91


Load $91

$B3AA:99 08 04  STA $0408,Y @ $0408 = #$00
Store it as substance







and shape

$B3AD:A9 00     LDA #$00


Load #$00

$B3AF:99 A8 03  STA $03A8,Y @ $03A8 = #$4C
Store it as HSL

$B3B2:A9 06     LDA #$06


Load #$06

$B3B4:99 C0 03  STA $03C0,Y @ $03C0 = #$01
Store it as HSH

$B3B7:BD 20 04  LDA $0420,X @ $0437 = #$02
Load direction bits







oh Pharaoh Man

$B3BA:99 20 04  STA $0420,Y @ $0420 = #$02
Store it as Charged







Pharaoh Shot direction







bits


NOTE : HERE, IT'S BUILDING A POINTER THAT WILL BE IN $10


SEEMS THAT IT WILL READ A TABLE IN THE FUNCTION F49C


THE POINTER HAS PROBABLY A VALUE FOR THE LEFT DIRECTION


FACING, AND ONE FOR THE RIGHT IMMEDIATLY AFTER. THAT IS


WHY WE KEEP THE BIT 7 OF DIRECTION BITS, SO IF PHARAOH


MAN IS FACING RIGHT, WE WILL HAVE 2B + 1, ELSE, JUST 2B

$B3BD:29 01     AND #$01


Keep right bit

$B3BF:18        CLC



Prepare the addition

$B3C0:69 2B     ADC #$2B


Add 2B to it

$B3C2:85 10     STA $10 = #$00


Store it in $10







(will be use as relativity







set for F49C function)







It will be a pointer

$B3C4:A9 3F     LDA #$3F


Load #$3F in A which







will be the sprite ID

$B3C6:4C 9C F4  JMP $F49C


Call the function which







create charged Pharaoh







Shot of Pharaoh Man at







a relative position







from him

...................................................................

$B3C9 / 713D9 :JUMP ON MEGA MAN

...................................................................

$B3C9:20 E6 F6  JSR $F6E6


Return relative X







coordinate in A







from Mega Man







(positive value,







just the distance)

$B3CC:85 01     STA $01 = #$B3


Store it in $01

$B3CE:C9 80     CMP #$80


Compare it with







#$80

$B3D0:B0 05     BCS $B3D7


If it is >= $#80







go to $B3D7

...................................................................

$B3D2 / 713E2 :MEGAMAN IS CLOSE TO THE BOSS (DISTANCE < 80)

CAN'T SHOOT A SMALL PHARAOH SHOT WHILE JUMPING, JUMPING IS TOO SHORT

...................................................................

$B3D2:A9 00     LDA #$00


Load #$00

$B3D4:9D 80 04  STA $0480,X @ $0497 = #$FF
Store it as the







delay until he







shoots a Small







Pharaoh Shot







while jumping (will







be #$00, since he







won't have the time to







shoot one).

...................................................................

$B3D7 / 713E7 :NO MATTER MEGAMAN DISTANCE

...................................................................


NOTE : FC3A is a division function


Definition:



$00 : Argument 1 Low byte



$01 : Argument 1 High byte



$02 : Argument 2 Low byte



$03 : Argument 2 High byte



$04 : 8-bit Remainder of divide???



$05 : 8-bit Result (Argument 1 / Argument 2)???


Values :



$00 is set to #$00



$01 was already set to Mega Man relative position



    before coming here



$02 is set to #$00



$03 is set to #$32


Will do :



Divide 3200 by XX00 where XX is relative position



of Mega Man to Pharaoh Man

$B3D7:A9 32     LDA #$32


Load #$32

$B3D9:85 03     STA $03 = #$02


Store in in $03

$B3DB:A9 00     LDA #$00


Load #$00

$B3DD:85 00     STA $00 = #$00


Store it in $00

$B3DF:85 02     STA $02 = #$01


Store it in $02

$B3E1:20 3A FC  JSR $FC3A


Makes a division







from the just placed







argument.

$B3E4:A5 04     LDA $04 = #$10


???Load the remainder of







divide

$B3E6:9D A8 03  STA $03A8,X @ $03BF = #$00
Store it as HSL

$B3E9:A5 05     LDA $05 = #$5C


???Load the result







of the division

$B3EB:9D C0 03  STA $03C0,X @ $03D7 = #$02
Store it as HSH

$B3EE:A9 F8     LDA #$F8


Load #$F8

$B3F0:9D 88 05  STA $0588,X @ $059F = #$87
It becomes the next







ASM's low address

$B3F3:A9 B3     LDA #$B3


Load #$B3

$B3F5:9D A0 05  STA $05A0,X @ $05B7 = #$B3
It becomes the next







ASM's high address

...................................................................

$B3F8 / 71408 :DURING THE JUMP MADE, NORMAL CHECK UP

...................................................................

$B3F8:20 76 B4  JSR $B476


Call the function







which checks if







Pharaoh Man sprite







need to be flipped







to face Mega Man

$B3FB:A0 0A     LDY #$0A


Load #$0A in Y as







Shape Data index







for collision

$B3FD:20 F8 F0  JSR $F0F8


Check if hit floor







(Pharaoh Man)

$B400:90 31     BCC $B433


If still in the air,







go to $B433

...................................................................

$B402 / 71412 :PHARAOH MAN HIT FLOOR

...................................................................

$B402:DE 98 04  DEC $0498,X @ $04AF = #$00
498 contains the number







of jumps left to be done.







Decrease the number of jumps







left to be done.

$B405:F0 10     BEQ $B417


If there is no more







jump to do, go to







$B417


!!!START A NEW JUMP

$B407:A9 E5     LDA #$E5


Load #$E5

$B409:9D D8 03  STA $03D8,X @ $03EF = #$00
Store it as VSL







speed low.

$B40C:A9 04     LDA #$04


Load #$04

$B40E:9D F0 03  STA $03F0,X @ $0407 = #$00
Store it as VSH

$B411:A9 10     LDA #$10


Load #$10 in A

$B413:9D 80 04  STA $0480,X @ $0497 = #$FF
Store it in $480

$B416:60        RTS



RTS

...................................................................

$B417 / 71427 :SET THE ASM POINTER TO THE PLACE WHERE WE SELECT A NEW ACTION 

ON THE NEXT TURN

...................................................................


BUILD NEW ASM ADDRESS (B33A)

$B417:A9 3A     LDA #$3A


Load #$3A

$B419:9D 88 05  STA $0588,X @ $059F = #$F8
Store ASM low

$B41C:A9 B3     LDA #$B3


Load #$B3

$B41E:9D A0 05  STA $05A0,X @ $05B7 = #$B3
Store ASM high


NOTE: ASM BUILD WAS $B33A, THAT IS WHERE THE NEXT ACTION IS


PICKED FROM THE AI table

$B421:A9 1E     LDA #$1E


Load #$1E

$B423:9D 68 04  STA $0468,X @ $047F = #$00
Store it as counter







until next action

$B426:A9 00     LDA #$00


Load #$00

$B428:9D 80 04  STA $0480,X @ $0497 = #$F3
Store it as delay







until Pharaoh Man







can shoot while jumping







(here, to reset it)

$B42B:9D 98 04  STA $0498,X @ $04AF = #$01
Number of jumps to do







set to #$00







(here, to reset it)

$B42E:A9 39     LDA #$39


This will be set







as sprite ID

$B430:4C 46 F4  JMP $F446


Set new sprite ID,







reseting animation







data

...................................................................

$B433 / 71443 :PHARAOH MAN IS STILL IN THE AIR

...................................................................

$B433:A0 32     LDY #$32


Load #$32 as the







shape pointe to check







collision

$B435:20 ED F3  JSR $F3ED


Update horizontal







movement and check







for left and right







collision. Y is the







index of the shape







for the detection

$B438:B0 16     BCS $B450


If a wall was hit,







go to $B450

$B43A:BD 80 04  LDA $0480,X @ $0497 = #$00
Load delay until







Pharaoh Man can shoot







in the air

$B43D:F0 16     BEQ $B455


If it's #$00, go







to $B455, after







the code that







is called if hitting







a wall.<, and initiating







a Small Pharaoh Shot

$B43F:DE 80 04  DEC $0480,X @ $0497 = #$00
Decrease the delay







until which can







Pharaoh Man can







shoot

$B442:D0 11     BNE $B455


If the value is







not #$00, go to







$B455

...................................................................

$B444 / 71454 :PHARAOH MAN IS IN AIR, AND IT'S TIME TO SHOOT

...................................................................

$B444:FE 58 05  INC $0558,X @ $056F = #$3B
Increase the sprite







ID (become #$3C, meaning







in air, shooting a small







pharaoh shot)







Next turn, $B45C will







be executed.

$B447:A9 00     LDA #$00


Load $#00

$B449:9D 40 05  STA $0540,X @ $0557 = #$00
Reset sprite animation

$B44C:9D 70 05  STA $0570,X @ $0587 = #$01
Reset sprite counter

$B44F:60        RTS

...................................................................

$B450 / 71460 :WALL HIT GOING LEFT OR RIGHT

...................................................................

$B450:A9 01     LDA #$01


Load #$01

$B452:9D 98 04  STA $0498,X @ $04AF = #$01
Store it as the number







of jump to still make.







So when it will be







finished and decrease,







the number of jump to







still make will be #$00

...................................................................

$B455 / 71465 :SHOOTING A SMALL PHARAOH SHOT

...................................................................


!!!CHECK IF CURRENTLY SHOOTING A SMALL PHARAOH SHOT

$B455:BD 58 05  LDA $0558,X @ $056F = #$3B
Load current sprite







ID

$B458:29 01     AND #$01


Only keeps bit 7







which is on if in the







the air throwing a







Pharaoh Shot

$B45A:D0 19     BNE $B475


If bit 7 is on,







go to $B475


!!!SPRITE ID BIT 7 IS ON (THROWING A PHARAOH SHOT WHILE


JUMPING)

$B45C:BD 40 05  LDA $0540,X @ $0557 = #$00
Load Sprite Animation

$B45F:C9 04     CMP #$04


Compare it with #$04







(See Jump Shoot 04)







It is the last Jump







Shoot sprite animation

$B461:F0 07     BEQ $B46A


If he is now going to







be on the fall sprite,







set it (See Fall Sprite







00). This sprite is set







when falling but not







shooting


!!!FALLING AND SHOOTING POSES AREN'T FINISHED

$B463:C9 02     CMP #$02


Comparer it with







Sprite Id which means







shooting a Small 







Pharaoh Shot

$B465:D0 0E     BNE $B475


If not shooting a Small







Pharaoh shot, jump to 







$B475


!!!SHOOTING A SMALL PHARAOH SHOT

$B467:4C A6 B4  JMP $B4A6


Jump to $B4A6







(Shooting the small







Pharaoh Shot)

...................................................................

$B46A / 7147A :SET FALL SPRITE 00 (FALLING BUT NOT SHOOTING)

...................................................................

$B46A:DE 58 05  DEC $0558,X @ $056F = #$3B
Decrease the Sprite







ID to have 3B







(See the image Fall







Sprite 00)

$B46D:A9 00     LDA #$00


Load #$00

$B46F:9D 40 05  STA $0540,X @ $0557 = #$00
Reset sprite properties







(Animation)

$B472:9D 70 05  STA $0570,X @ $0587 = #$01
Reset sprite properties







(Counter)

...................................................................

$B475 / 71485 :WALL HIT GOING LEFT OR RIGHT

...................................................................

$B475:60        RTS



RTS

...................................................................

$B476 / 71486 :CALLED FROM SOME PLACES TO MAKE PHARAOH MAN FACE MEGA MAN

WHEN JUMPING

...................................................................

$B476:BD 58 05  LDA $0558,X @ $056F = #$3B
Load Sprite ID

$B479:29 01     AND #$01


Keep the 7 bit

$B47B:F0 F8     BEQ $B475


If 7 bit is off,







go to $B475 (RTS)


NOTE : SINCE THE CODE COME HERE ONLY WHEN JUMPING, WE ONLY


CARE ABOUT THE SPRITES USED WHEN JUMPING.


IF BIT 7 IS OFF, THE SPRITE IS THE ONE IN THE AIR SHOOTING,


SINCE WHEN SHOOTING IN THE AIR, PHARAOH MAN DOESN'T CHANGE


HIS FACING

...................................................................

$B47D / 7148D :PHARAOH MAN SPRITE MAY NEED TO BE FLIPPED TO FACE MEGA MAN

...................................................................

$B47D:BD 20 04  LDA $0420,X @ $0437 = #$01
Load the direction bits

$B480:85 00     STA $00 = #$C8


Store it in #$C8


WE STORE THE DIRECTIONS BITS AND $00, BECAUSE WE WILL CHANGE


THEM TEMPORARY TO BE ABLE TO SELECT THE APPROPRIATE SPRITE ID


SO IT FACES MEGA MAN. BUT ONCE IT'S DONE, THE SPRITE HAS A NEW


DIRECTION, BUT PHARAOH MAN DIRECTION IS NOT CHANGED, SO WE WILL


HAVE TO SET IT BACK.

$B482:BD B0 04  LDA $04B0,X @ $04C7 = #$01
Load direction bits







of Pharaoh Man, before







we calculate the news.

$B485:85 01     STA $01 = #$A8


Store it in $01

$B487:20 DC F4  JSR $F4DC


Call the function







that make Pharaoh







Man face Mega Man

$B48A:BD 20 04  LDA $0420,X @ $0437 = #$01
Load direction bits

$B48D:9D B0 04  STA $04B0,X @ $04C7 = #$01
Store it in $04B0

$B490:C5 01     CMP $01 = #$A8


On $B485, we stored







the direction bit







Pharaoh Man had, then







we made him face Mega







Man. We are here looking







if the facing changed.







If it is the same,







we will jump the "Switch







facing" to $B4A0

$B492:F0 0C     BEQ $B4A0


Dont switch Pharaoh Man







Facing

...................................................................

$B494 / 714A4 :SWITCH PHARAOH MAN FACING

...................................................................

$B494:A9 3D     LDA #$3D


Load #$3D, Sprite Id of







jumping, facing right

$B496:DD 58 05  CMP $0558,X @ $056F = #$3B
Compare it with current







Sprite ID


HERE WHAT WE ARE DOING : WE KNOW MEGAMAN IS JUMPING HERE, NOT


SHOOTING MEANWHILE. WE LOADED THE JUMPING FACING RIGHT SPRITE IT,


AND COMPARE IT WITH WHAT IS CURRENTLY IN MEMORY. SO SINCE WE WANT


TO SWITCH THE FACING, WE WILL TAKE SPRITE ID 3D, AND IF IT WAS THE


ACTUAL SPRITE ID, WE WILL PUT 3B INSTEAD TO SWITCHS THE FACING.

$B499:D0 02     BNE $B49D


If current sprite is not







jumping right, go to $B49D,







to make it face right now


!!!IF WE ARE HERE, PHARAOH MAN WAS FACING RIGHT WHILE JUMPING.


$B49B:A9 3B     LDA #$3B


Load jumping facing left







sprite ID

$B49D:9D 58 05  STA $0558,X @ $056F = #$3B
Store sprite ID


!!!

$B4A0:A5 00     LDA $00 = #$C8


We put back the directions bits







of Pharaoh Man as they were.







Look at $B480 to know more.

$B4A2:9D 20 04  STA $0420,X @ $0437 = #$01
Store this as direction bits

$B4A5:60        RTS



RTS

...................................................................

$B4A6 / 714B6 :CAN SMALL PHARAOH SHOT BE CREATED?

...................................................................

$B4A6:86 0F     STX $0F = #$FF


Store X in $0F







It is loaded later







It is changed at







$B4EE X, so it will







be taken back at $B4FB

$B4A8:FE 40 05  INC $0540,X @ $0557 = #$00
Go to next Sprite







Animation

$B4AB:20 6C FB  JSR $FB6C


Find empty object







slot with Y

$B4AE:B0 4D     BCS $B4FD


If carry set, no object,







so jump to RTS

...................................................................

$B4B0 / 714C0 :CREATE A SMALL PHARAOH SHOT

...................................................................

$B4B0:A9 86     LDA #$86


Load the object ID of







small pharaoh shots

$B4B2:99 00 03  STA $0300,Y @ $0302 = #$00
Store it as object ID

$B4B5:A9 8F     LDA #$8F


Load #$8F as substance







and shape value

$B4B7:99 08 04  STA $0408,Y @ $040A = #$00
Store it as substance







and shape

$B4BA:BD 20 04  LDA $0420,X @ $0437 = #$01
Load Pharaoh Man direction







bits

$B4BD:99 20 04  STA $0420,Y @ $0422 = #$01
They become the SPS (Small 







Pharaoh Shot direction bits)

$B4C0:BD 58 05  LDA $0558,X @ $056F = #$3B
Load Pharaoh Man sprite ID







Here it may be 3C or 3E.







We are interested to know







if it's 3E (his head is







turned, then the Pharaoh







Shot will be shoot in







the opposite direction).

$B4C3:29 03     AND #$03


Keeps bits 6 and 7

$B4C5:85 0D     STA $0D = #$00


Store it in $0D

$B4C7:F0 08     BEQ $B4D1


If obtained #$00







go to $B4D1

...................................................................

$B4C9 / 714D9 : TO $B4CE, IT IS EXCLUSIVE TO IF THE PHARAOH SHOT DIRECTION

MUST BE IN THE OPPOSITE DIRECTION OF WHERE PHARAOH MAN IS GOING

...................................................................

$B4C9:B9 20 04  LDA $0420,Y @ $0422 = #$01
Load Small Pharaoh







Shot direction bits

$B4CC:49 03     EOR #$03


Inverse the left/right







direction

$B4CE:99 20 04  STA $0420,Y @ $0422 = #$01
We put that direction







in the Small Shot







direction bits

...................................................................

$B4D1 / 714E1 : BACK TO COMMON PATH

...................................................................

$B4D1:B9 20 04  LDA $0420,Y @ $0422 = #$01
Load direction bits

$B4D4:29 01     AND #$01


Only keeps the right







direction bits

$B4D6:18        CLC



Clear the carry

$B4D7:65 0D     ADC $0D = #$00


Add the 7 bit







of direction bits







to $0D (is 1 if facing







right) (see $B4C5)


NOTE : $0D contains bits 6 and 7 of the sprite ID currently


used by Pharaoh Man, while shooting the Small Pharaoh Shot


in air. The sprite ID is either 3C or 3E. If it is :



3C : Bit 6 = 0 Bit 7 = 0



3E : Bit 6 = 1 Bit 7 = 0


VALUE : After line $B4D7, here are the possibles values in A



00 : Shooting left, going left.



02 : Shooting left, going right.  $B4C3 keep bit 6 which was on.



01 : Shooting right, going right. $B4D7 added 1.



03 : Shooting right, going left.  $B4C3 keep bit 6 which was on. 







  $B4D7 added 1.


EXPLANATION :



This value will be used as a pointer for relativity table at $B4E1.

$B4D9:69 4C     ADC #$4C


Add to it #$4C. The base







value for the relativity







pointer, from them 4C to







4F is a relativity pointer







for Pharaoh Man (maybe other







enemies to)

$B4DB:85 10     STA $10 = #$00


Store it in $10,







will be used as







the relativity set







by function F49C at







$B4E1

$B4DD:A9 40     LDA #$40


Load #$40 to be the sprite







ID of the Small Pharaoh Shot







(will be set at $B4E1)

$B4DF:A6 0F     LDX $0F = #$FF


Load the X stored at







$B4A6  (don't know why to load it here, since it haven't been







changed since $B4A6


???

$B4E1:20 9C F4  JSR $F49C


Set the Small Pharaoh Shot







in a relative position







with arguments set at $B4DB,







$B4DD for object with ID y







(see Matrixz's doc for more







information).


$B4E4 and $B4E5 are to set Y to X

$B4E4:98        TYA



Put the ID of the object in A

$B4E5:AA        TAX



Put the ID just put in A to X

$B4E6:A9 00     LDA #$00


Load #$00

$B4E8:85 02     STA $02 = #$02


Store it in $02, which will be







used by FB8C for the object 







identified by X (Small Pharaoh







Shot) as the low speed (both







horizontal and vertical).

$B4EA:A9 04     LDA #$04


Load #$04

$B4EC:85 03     STA $03 = #$00


Store it in $04, which will be







used by FB8C for the object 







identified by X (Small Pharaoh







Shot) as the high speed (both







horizontal and vertical).

$B4EE:20 8C FB  JSR $FB8C


Call unknown function







to aim weapon toward Mega Man.







$0C will contain the direction







bits of the weapon, so it hits







MegaMan

$B4F1:A5 0C     LDA $0C = #$06


Load from $0C the direction bits







that must be set so the weapon








goes toward Mega Man

$B4F3:29 0C     AND #$0C


Only keeps up/down bits, because







it would be weird if Pharaoh







Man, shooting left, would have







his weapon go right

$B4F5:1D 20 04  ORA $0420,X @ $0437 = #$01
Add those direction bits to the







Small Pharaoh Shot

$B4F8:9D 20 04  STA $0420,X @ $0437 = #$01
Store those direction bits

$B4FB:A6 0F     LDX $0F = #$FF


At $B4E5 we scrap X, but we







protected it in $0F at $B4A6,







so we take it back

$B4FD:60        RTS



RTS!!!!!!!!!!!!!!!!!!!!!!!!!!

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

  _____                                            

 / ____|                                           

| (___  _   _ _ __ ___  _ __ ___   __ _ _ __ _   _ 

 \___ \| | | | '_ ` _ \| '_ ` _ \ / _` | '__| | | |

 ____) | |_| | | | | | | | | | | | (_| | |  | |_| |

|_____/ \__,_|_| |_| |_|_| |_| |_|\__,_|_|   \__, |

                                              __/ |

                                             |___/ 

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

SUMMARY :

==================================================================

$B330:ONLY DONE ON FIRST TIME

==================================================================

==================================================================

$B33A:PREPARE FOR NEXT ACTION, LOAD NEXT AI POINTER

==================================================================

==================================================================

$B352:LOAD A SPECIFIC AI PATTERN

==================================================================

==================================================================

$B387:COME HERE WHEN CHARGING PHARAOH SHOT (THE ACTION END WHEN

PHARAOH MAN HAS NO MORE THE SHOOTING POSITION)

==================================================================

...................................................................

$B394:PHARAOH SHOT NOT COMPLETLY CHARGED

...................................................................

...................................................................

$B39B:PHARAOH SHOT CHARGED

...................................................................

...................................................................

$B3A3:BUILD CHARGED PHARAOH SHOT

...................................................................

...................................................................

$B3C9:JUMP ON MEGA MAN

...................................................................

...................................................................

$B3D2:MEGAMAN IS CLOSE TO THE BOSS (DISTANCE < 80)

CAN'T SHOOT A SMALL PHARAOH SHOT WHILE JUMPING, JUMPING IS TOO SHORT

...................................................................

...................................................................

$B3D7:NO MATTER MEGAMAN DISTANCE

...................................................................

...................................................................

$B3F8:DURING THE JUMP MADE, NORMAL CHECK UP

...................................................................

...................................................................

$B402:PHARAOH MAN HIT FLOOR

...................................................................

...................................................................

$B417:SET THE ASM POINTER TO THE PLACE WHERE WE SELECT A NEW ACTION 

ON THE NEXT TURN

...................................................................

...................................................................

$B433:PHARAOH MAN IS STILL IN THE AIR

...................................................................

...................................................................

$B444:PHARAOH MAN IS IN AIR, AND IT'S TIME TO SHOOT

...................................................................

...................................................................

$B450:WALL HIT GOING LEFT OR RIGHT

...................................................................

...................................................................

$B455:SHOOTING A SMALL PHARAOH SHOT

...................................................................

...................................................................

$B46A:SET FALL SPRITE 00 (FALLING BUT NOT SHOOTING)

...................................................................

...................................................................

$B475:WALL HIT GOING LEFT OR RIGHT

...................................................................

...................................................................

$B476:CALLED FROM SOME PLACES TO MAKE PHARAOH MAN FACE MEGA MAN

WHEN JUMPING

...................................................................

...................................................................

$B47D:PHARAOH MAN SPRITE MAY NEED TO BE FLIPPED TO FACE MEGA MAN

...................................................................

...................................................................

$B494:SWITCH PHARAOH MAN FACING

...................................................................

...................................................................

$B4A6:CAN SMALL PHARAOH SHOT BE CREATED?

...................................................................

...................................................................

$B4B0:CREATE A SMALL PHARAOH SHOT

...................................................................

...................................................................

$B4C9: TO $B4CE, IT IS EXCLUSIVE TO IF THE PHARAOH SHOT DIRECTION

MUST BE IN THE OPPOSITE DIRECTION OF WHERE PHARAOH MAN IS GOING

...................................................................

...................................................................

$B4D1: BACK TO COMMON PATH

...................................................................

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

 _   _                            _    _____ _           _   

| \ | |                          | |  / ____| |         | |  

|  \| | ___  _ __ _ __ ___   __ _| | | (___ | |__   ___ | |_ 

| . ` |/ _ \| '__| '_ ` _ \ / _` | |  \___ \| '_ \ / _ \| __|

| |\  | (_) | |  | | | | | | (_| | |  ____) | | | | (_) | |_ 

|_| \_|\___/|_|  |_| |_| |_|\__,_|_| |_____/|_| |_|\___/ \__|

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

$B52E:ASM

==================================================================

$B52E:20 13 F4  JSR $F413


Update hor. movement

$B531:20 34 F4  JSR $F434


Update vert. movement

$B534:BD 90 03  LDA $0390,X @ $03A6 = #$00
Load Y screen

$B537:F0 C4     BEQ $B4FD


If still in screen, go







RTS

...................................................................

$B4D1:OUT OF SCREEN

...................................................................

$B539:4C 00 DC  JMP $DC00


Kill object (since







it's a JMP, it won't







come back after killing







the object.

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

 _____  _                           _        _____ _           _   

|  __ \| |                         | |      / ____| |         | |  

| |__) | |__   __ _ _ __ __ _  ___ | |__   | (___ | |__   ___ | |_ 

|  ___/| '_ \ / _` | '__/ _` |/ _ \| '_ \   \___ \| '_ \ / _ \| __|

| |    | | | | (_| | | | (_| | (_) | | | |  ____) | | | | (_) | |_ 

|_|    |_| |_|\__,_|_|  \__,_|\___/|_| |_| |_____/|_| |_|\___/ \__|

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

==================================================================

$B52B:ASM

==================================================================

$B52B:4C 13 F4  JMP $F413


Update hor. Movement
PICTURES
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